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(2) GERMAN ASSAULT 

A large German force attacks a medium 
Soviel force. Both sides may use off-map 
artillery. 

(3) MEETING ENGAGEMENT 
Opposing forces of equal strength advance 
on the same objective. 

(4) SOVIET ASSAULT 

A large Soviel force attacks a medium 
German force. Both sides may use off-map 
artillery. 

(5) SOVIET PURSU1T 

action against a large Soviet force. 

The player(s) must also determine the 
size of the battle: 

(1) LARGE 

(2) SMALL 

In a "small" battle the quantity of units on 
both sides will be reduced by approxi- 
mately 50%. 

3.9 Selecting Forces: 

The Soviet player may select either a Tank 
or an Infantry type force. The German 

rnfant^typrforce 3 IHh^AUTO-SELECT 

select a force to suit the type of battle. 

The players have a limited number of 
selection points (SPs) that they may use to 
"buy" various types of Companies or bat- 
talions. The Computer will only allow the 
selection of formations that are appropriate 
for the type of force selected. 

The player(s) will receive 20 victory 
points for each SP that is not used to buy 

points may be recoived in this manner. 


The HQ unit in all CFs will be assigned 
index number "0". 

4.2 The Map Display: 

The map display used in KAMPFGRUPPE 
is a 60 X 60 square grid. Only a fraction of 
the map (20 squares wide by 10 squares 
high) may be viewed at one time. By 
pressing the keys 1-8 the Cursor can be 
moved around the map (1-N, 2-NE, 3-E 
4-SE, 5-S, 6-SW, 7-W, 8-NW). If the Cursor 
is moved to the edge of the display then the 
map will scroll to reveal the hidden portions 
of the map. 

When playing an assault type battle, 
the map is reduced to 60 X 30 (60 spaces 
east-west by 30 spaces north-south). 

4.3 Unit Symbols: 

symbols that describe their function and 
nationality. 

SOVIET VEHICLES are represented by 
vehide silhouettes facing west. 

SOVIET INFANTRY is represented by 

SOVIET ARTILLERY is represented by an 

SOVIET STACK is represented by two 
overlapping white squares. 

GERMAN VEHICLES are represented by 
vehicle silhouettes facing east. 

GERMAN INFANTRY is represented by 

GERMAN ARTILLERY is represented by a 
weapon Symbol (no underline). 

GERMAN STACK is represented by two 
hollow overlapping squares. 

CONFLICT (opposing forces on same 
square) is represented by an SU / GE 


4.0 DEPLOYMENT 

When creating a new scenario, the player(s) 
may arrange their units on the map before 
the game begins to optimize their attack or 
defense. Soviet units may not be deployed 
west (left) of their "Start line" and German 

their "Start line". If the AUTO-DEPLOY 
routine is used then the Computer will 

AUTO-DEPLOY P wUI not provide the best 
possible deployment; it representsa"hasty" 
deployment. If the AUTO-DEPLOY routine 
is not used, the players will find their units 
at the top of the map. 

4.1 Combat Formations: 

All units in the game are organized into 
combat formations (CFs). CFs consist of a 
headquarters (HQ) unit with from 1 to 8 
attachcd combat units. 

CFs are each assigned an identification 
Witter (A-U). The units attached to a CF are 

combined to form the unit ID. 

EXAMPLE: the 3rd unit in formation C 
would have C3 as its UNIT ID. 


4.4 Map Display Menu: 

The map display menu lists the following 

(1-8) Move Cursor. 

(9) Build entrenchment (only before 
ASSAULT type battles). 

(0) Use auto-deploy routine. 



ORDERS MENU. 

(U) Change terrain in square (see 
appendix 3 for terrain key). 

(W) Move cureor to OBJECTIVE AREA 
(see 4.6) then START LINE. 

(X) Exil deployment phase. 

<Y) Clear units from screen to view 

(Z) Examine friendly units at Cursor 
location. 

4.5 Unit Orders Menu: 

window is the "current unit". The following 


routines may be used to adjust the 


(1-8) Move Cursor. 

(9) Change weapon type of armored 

(D) Disembark unit. If unit is a vehicle 
then it will unload all of its pas- 

then only that unit will Enload 8 

(E) Embark unit. Order must be given 

will request the ID of the unit to 
be embarked. 

(L) Look for unit. The Cursor will move 





(P) List passengers. Will list the units 
embarked aboard the current unit. 


(Q) Quit the Orders menu. Return to 
the map display menu. 

(V) View. Inverses all squares that may 
be seen from the Cursor location. 

(X) Exit the unit Orders menu. Return 
to the map display menu. 

4.6 The Objective Area: 

The objective area may be located by pres¬ 
sing the (W) key on the map display menu. 
The Cursor will move to the CENTER of the 
objective area. The objective area is a 



4.7 Saving the Set-Up: 

At the condusion of the deployment phase 
the Computer will allow you to save the Set¬ 
up on a disk initialized for SSI use (disks 
may be initialized at this time). 

4.8 Entrenchments: 

If the type of battle is a SOVIET ASSAULT 
or GERMAN ASSAULT then the players 
may "build" entrenchments for their units. 
Entrenchments are built by moving the 

pressing the "9" key when the Computer is 
in MAP DISPLAY MODE Entrenchment 

effect as BROKEN terrain squares. 

Players may build a maximum of 50 

be built on the friendly side of the Start line. 

4.9 Off-Map Artillery: 

Off-map artillery may be available only 
during assault type battles. Off-map artillery 
will be designated only as LIGHT, MEDIUM 
or HEAVY ARTILLERY. When selecting 
forces the player will receive off-map artil¬ 
lery by taking the German ARTILLERY 
DETACHMENT or the Soviet HOW1TZER 
BATTAUON, MEDIUM ARTILLERY BAT- 
TAUON or LIGHT ARTILLERY BATTAUON. 
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6.0 WEAPONS 

The weapons used in KAMPFGRUPPE are listed below. Armored 
vehides are rated for gun maximum ränge (MR), gun maximum 
penelration (MP), gun Shell size (SS), gun accuracy (AC), speed 
(SP), machine guns (MG), front armor (FA), back armor (BA), Sil¬ 
houette (SL), and periods of availability (YR). 


RUSSIAN 



GERMAN 







































6.1 Special Infantry Weapons: 

All infantry PLATOONS in the game are 
armed with one of the following Special 
Infantry Weapons (SIWs): GRENADE, 
FLAMETHrower, or PanzerFAUST. SIWs 
will only be used when firing at ZERO 
RANGE against ARMORED VEHICLES 
and will shoot at the back armor of the 
vehicle. SIWs will be fired instead of the 
platoons' normal RIFLE or SMG weapons. 
When using SIWs, the number of weapons 
firing is equal to NUMBER OF MEN in the 
platoon (except when using grenades in 
which case the number of weapons is equal 
to the number of men in the platoon divided 
by 10). When SIWs are used, the target unit 
automatically receives 50% Suppression. 

PZFAUST and FLAMETH weapons may 
only fire once during the game after which 
they will be replaced by the GRENADE as 
the platoon SIW. 


7.0 COMBAT PHASE 

The combat phase of each turn represents 
2 minutes of real time. The combat phase is 
divided into four 30-second pulses. During 
each pulse units may search, select targets, 
fire their weapons and/or move. Before each 
pulse the Computer selects one player's units 
to move and fire first during the pulse. The 
side with the lowest command control delay 
rating will be more likely to move first. 


At the Start of each pulse eligible units will 
"field ^of visk>n". The field of Vision is 



The enemy unit will be spotted if (1) it 
is within the searching unit's field of Vision, 
(2) there is an unobstructed line-of-sight 
and (3) the enemy unit is within sighting 
ränge. 

The SIGHTING RANGE equals the 
enemy unit's SL rating plus 1. If the enemy 
unit is in cover terrain then the sighting 

moving then the sighting ränge is tripled. 
The sighting ränge may never exceed the 
Visibility Level (set at the Start of the game). 

Units that previousiy selected a target 
will not search if they are still eligible to fire 
at that target. Units may be unable to search 

7.2 Selecting Targets: 

attempt to select a target. A target must be a 
sighted enemy unit that is within target 


rcing weapon (MP rating 


target Silhouette when the ränge is under 6: 
6 — ränge. This adjustment is added to the 


KILLS: Armored vehides are rated for 1 
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anti-tank guns, infantry guns, flak, howitzers. 


ier target if their 
itry unit with a 
t a ränge greater 
matically change 


arms fire from SMG and RIFLE platoons 
cannot kill armored vehicles. 

armored vehicles isdetermined by (1) wea- 

fn the firing unit, (3) Shell size, and (4) armor 
vs. penetration. 

ACCURACY: At zcro ränge, accuracy will 
be (90 + (WEAPON ACCURACY X PULSE 
FIRED AT TARGET) SQUARED/100. At 
maximum ränge accuracy will be 1 + (WEA- 


pulses 


listed in section 6.0. The 


it the i 


by ra 


tion(MP). W. 


ratings an 

*e (SS) ir 


in AD- 


4. Accuracy is HALVED if the 
target unit occupies a TOWN, WOODS 
or BROKEN terrain square and has its 
current speed set toO. Accuracy is HALVED 
if the target is a MOVING vehicle. Accuracy 
is multiplied times the TARGET SIL¬ 
HOUETTE / 4. When anti-tank fire is used 


JUSTED PENETRATION FACTOR (APF). 
The formula for APF is: (SS X SS) / 4 
+ MP - MP X (RANGE / MAX RANGE) / 2. 
The APF may not exceed 2 X ARMOR. If 
the APF is Iess than 1.25 X ARMOR then 
the ACCURACY is HALVED. If the APF is 
Iess than ARMOR then the ACCURACY is 
HALVED again. The number of KILLS 
equals (APF X ACCURACY X NUMBER 
OF WEAPONS FIRING) / (ARMOR X1200). 
EXAMPLE: Let's assume that 5 PZ-IIIL 
tanks and 10 T-34/76C are in clear terrain 

target's front armor facing the enemy. The 
ACCURACY of the PZ-IIILs is: 

- ( (((5/8) X 90) + (8X1))*)/ 100 
= (64.25 X 64.25) / 100 

This accuracy is adjusted by the target Sil¬ 
houette which is equal to 7 (T-34C has a 

the ränge of 3). So the adjusted accuracy is 
equal to 72.24 (41.28 X (7/4)). The APF of 
the PZ-IIILs is: 

= ((3 X 3) / 4) +10 — ((10 X (3/8)) /2) 
= 9/4 + 10 - 15/8 
= 10.375 

Since the APF is not greater than 1.25 times 

72.24 is cut in half to 36.12. Since the APF is 
not greater than the T-34C front armor of 
11, the accuracy of 36.12 iscut in half to 18.06. 
The number of kills due to the fire of the 
PZ-IIILs is: 

= (10.375 X 18.06 X 5) / (11 X 1200) 

= .071 


be adjuste 
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FLAK18/36 (88FLAK)' 

It coul^kUU T^Mout to 4000 yards. 

SÄÄ 

105mm field howitzer. Used from 

ändKVtyp 4 e 3 tanks eC " VC ™ 
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against the T34. 




FLAMETHROWER* 



SK234/2 (Puma) 

Used from early '44 to the end of the 
war in heavy recon Companies. Its 

war in panzer division anti-tank bal- 

T-70 
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JSU-122 

Appeared in late '44 as the tank de- 

armorand 122/43 gun were intended 
to counter the German "super heavy" 

. 

SU-152 

Used as an assault gun from mid '43 
to late'44. Armed with a 152 howitzer, 
mounted on a KV chassis. 

SU-76 

Used as a tank destroyer from early 
'43 to late '44. Its 76/41 gun was not 
effective against Tiger and Panther 
tanks. Light armor made it vulnerable 
to all German anti-tank fire. 

SU-85 

Used as a tank destroyer and infantry 
support weapon from mid '43 to the 
end of the war. Combined excellent 
firepower, mobility and protection. 

It was the first Soviet vehicle to be 
armed with the 85/51 gun. 

SU-122 

Used as an assault gun from late '43 

122mm howitzer mounted on an 

SU-85 Chassis. 

“ ^#1 Um 

JSU-152 

Replaced the SU-152 in late '44. Armed 
with the same 152 howitzer, mounted 
on a JS tank chassis. 

«feeoo 

SU-100 

Appeared in late'44 asan up-gunned 
version of the SU-85. Its 100/55 gun 
was effective out to 1500 yards against 
the Panther. 

(Historical reference 
not available) 

45mm L60 (45AT) 

Used throughout the war in mecha- 
nized, motorized and rifle regiments. 

Was ineffective against the Tiger and 

76.2mm L54 (76AT) * 

Used in divisional anti-tank regiments. 
Experienced only limited success 



















































LIMITED WARRANTY 


Strategie Simulations, Ine. (“SSI") warrants that the diskette on which the enclosed program 
Is recorded will be free Irom defects In materials and workmanshlp for a perlod of 30 days 
from the date ol purchase. II within 30 days ot purchase the diskette proves defective in any 
way, you may return it to Strategie Simulations, Ine., 883 Stierlin Road, Building A-200, Moun¬ 
tain View, CA 94043-1983 and SSI will replace it Iree ot Charge. In addition, if the diskette 
proves defective at any time alter Ihe first 30 days. return the diskette to SSI and SSI will 
replace it for a Charge of $10.00. Please allow aboul four weeks for delivery. 

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE 
SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN 
THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MERCHANTABILITY OR FITNESS 
FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE SOLD "AS IS." THE 
ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH THE BUYER. IN NO 
EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI 
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT 
ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLU¬ 
SION MAY NOT APPLY TO YOU.) 

The enclosed Software program and this Rule Book are copyrighted. All rights are reserved. 
This Rule Book may not be copied, photographed, reproduced, or translaled or reduced to 
any electrical medium or machine-readable form, in whole or in pari, without prior written 
consent Irom SSI. The program accompanying this Rule Book may be copied, by the original 
purchaser only, as necessary for use on the Computer for which it was purchased. 

© 1985 by Strategie Simulations, Inc. 

All Rights Reserved. 


What to do if you have a defective disk 

Each ol our games undergoes extensive playtesting prior to its release. Through this process 
we hope to uncover, and correct, any errors in programming. However, due to the complex 
nature of our simulations, some program errors may go undetected until after publication. 
In addition to errors in the program, there are occasionally Problems with the disk itself. We 
experience the industry Standard of approximately a 3 to 5% failure rate of duplicated disks. 
Before assuming thal a disk is defective, make sure to check your disk drive. Up to 95% of 
the disks returned to us as defective will run fine on our Computer Systems. Offen the Prob¬ 
lem is wilh a disk drive Ihat needs servicing for alignment, speed, or cleaning. 

Should you have a defective disk, please return Ihe disk only (keep all other parts ot the 
game) Io our Customer Support Department, along with a note describing the problem you 
have encountered. A replacemenl disk will be provided upon our receipt of the defective disk. 
Should you uncover an error in the program, return both your game disk a, J any “save 
game" disks to our Customer Support Department. Please enclose a description of what 
was taking place in the game when the error occurred. Upon correction ol the program error, 
we will return an updated disk to you. 

Always make sure to indude your name, address, and daytime telephone number with any 
correspondence. We will do our best to see that any Problems are corrected as soon as 


APPENDIX 1: KILL PROBABILITIES 




T-34/76A 

T-34/76C 

T-34/85 


17.2 

25.1 


3.0 0.2 



1.4 0.1 2.2 

6.2 0.8 3.2 

12.1 4.3 10.9 


0.5 0.1 
1.0 0.3 
3.9 0.7 




_ TARGET TANK 

T-34/76A T-34/76C 


PZ-IIIJ 

PZ-IVH 

PANTHER 


7.2 0.7 0.1 

25.6 8.2 1.5 

33.4 12.2 5.4 


8.3 0.9 0.1 

29.2 10.2 1.9 
38.1 15.2 7.1 


9.3 

32.9 

42.9 



18.3 8.9 


Hit probability of one tank firing alter having previously fired for at least 3 tums. Target front armor is being fired at, target in clear terrain 
and not moving. Hit probabilities at 400, 1000, 1600 yards (i.e., a T-34/76A has a 17.2% Chance of killing a PZ-IIIJ at 400 yards ränge). 


APPENDIX 2: 

PROGRAM TO DETERMINE KILL PROBABILITIES FOR DIRECT FIRE VS. ARMORED VEHICLES 


We invite you to use the program shown below to calculate kill probabilities against armored vehides. (Atari users: For Iines 4-18, 
replace INPUT "X?"; Y with PRINT "X";: INPUT Y.) 



If the program above was executed, the result would look like the following example: 

RANGE TO TARGET? 2 

MR? 10 

MP? 8 

SS? 4 

AC? 6 

TARGET ARMOR? 8 
SL? 4 

PULSES FIRED AT TARGET? 4 
NUMBER OF WEAPONS FIRING? 10 
EXPECTED NUMBER OF KILLS EQUALS 2.15 

In this example, a Company of ten T-34/76C tanks is firing at an enemy PZ-IVH group. The ränge is 2 (400 yards), and the shots are 
fired at the front armor of the PZ-IVH's. The expected result is that 2.15 PZ-IVH tanks wUl be destroyed. 





















APPENDIX 3: TERRAIN SYMBOLS 


□ 

B 

CD 

S 

□ 

□ 

□ 

ffl 


H 

B 

0 

H 

ffl 


1 Road (Level 1) 

2 Road (Level 1) 

3 Road (Level 1) 

4 Road (Level 1) 

5 Road (Level 1) 

6 Road (Level 1) 

7 Road (Level 1) 

8 Town (Level 1/2) 

9 Woods (Level 1/2) 

10 Broken (Level 1/2) 

11 Slope (Level 2) 

12 Slope (Level 2) 

13 Slope (Level 2) 

14 Slope (Level 2) 

15 Slope (Level 2) 

16 Slope (Level 2) 

17 Road/Slope (Level 2) 

18 Road/Slope (Level 2) 

19 River (Level 0) 


H 

m 

m 


□ 

B 

CD 

□ 

□ 

□ 

□ 

ffl 


20 River (Level 0) 

21 River (UvelO) 

22 River (Level 0) 

23 River (Level 0) 

24 River (Level 0) 

25 Bridge (Level 1) 

26 Bridge (Level 1) 

27 Ford (Level 0) 

28 Ford (Level 0) 

29 Clear (Level 3) 

30 Road (Level 3) 

31 Road (Level 3) 

32 Road (Level 3) 

33 Road (Level 3) 

34 Road (Level 3) 

35 Road (Level 3) 

36 Road (Level 3) 

37 Town (Level 3/4) 

38 Woods (Level 3/4) 

39 Broken (Level 3/4) 


ffl 

m 

□ 

□ 

B 


□ 

B 

m 

□ 

□ 

□ 

□ 


H 


40 Slope (Level 4) 

41 Slope (Level 4) 

42 Slope (Level 4) 

43 Slope (Level 4) 

44 Slope (Level 4) 

45 Slope (Level 4) 

46 Road/Slope (Level 4) 

47 Road/Slope (Level 4) 

48 Clear (Level 5) 

49 Road (Level 5) 

50 Road (Level 5) 

51 Road (Level 5) 

52 Road (Level 5) 

53 Road (Level 5) 

54 Road (Level 5) 

55 Road (Level 5) 

56 Town (Level 5/6) 

57 Woods (Level 5/6) 

58 Broken (Level 5/6) 
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APPENDIX 4: 


IVAN AND THE VALKYRIES 

by Robert S. Billings 
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UNIT ORDERS MENU 


MAP DISPLAY MENU 


(1-8) Move Cursor. 

(A) * Advance. This command is only 

1 used when the Computer is in all- 
units mode; the formation HQ will 
move to the Cursor location, other 
units in the formation will move in 

rent position relative to the HQ. 

(B) Bombard. The Cursor location is the 

the spotter; the Computer will list 
the artillery units eligible to bom¬ 
bard the target (see section 5.6). 

(C) Center. The map is centered 
around the Cursor. 

(D) Disembark. If the current unit is a 
vehicle then it will unload all of its 
passengers; if the current unit is a 
passenger then only that unit will 
unload; unloaded passengers will 

(E) Embark. Order must be given to a 
vehicle unit — the Computer will 
request the ID of the unit to be 
embarked (see section 5.4). 

(F) * Change unit facing. 

(H) Find unit's HQ. Cursor moves to 
unit's HQ location; Computer 
determines if a "command control" 


and the HQ; the HQ becomes the 

(1) Inspect. AI Io ws the player to in- 
spect all enemy units that can be 
seen by the current unit; allows the 
current unit to designate a priority 
target and/or request a bombard- 
ment (with the current unit as the 
spotter). Assigning a priority target 
with the (I)nspect order will cause 


section 5.8). 

(K)* Cancel all Orders. A! 


(M) * Move unit. Orders the unit to 

^ction°5.5) C CUrS ° r 

(N) Next unit. The next higher num- 
bered unit will become the current 

(O) Check movement objectives. 
Moves the Cursor to the movement 
objective location(s) of the current 
unit; also lists the command con¬ 
trol delay (see section 5.5). 

(P) List passengers. Lists all units em- 

(Q) Quit the unit Orders menu. Return 
to the map display menu. 

(R) * Set maximum firing ränge at which 

the current unit will select targets 

(S) * Set movement speed for the 


(T) Inspect the target that the current 
unit has selected. 

(V) View. The Computer will inverse 

see with its current facing. 

(X) Exit the unit Orders menu. Return 
to the map display menu. 

(Z) Shift to all-units mode. 


(1-8) Move Cursor. 

(0) End game. 

(A-U) Select unit. Press formation letter 
followed by unit index number 
- Computer will shift to UNIT 
ORDERS MENU; the selected unit 
will be the "current unit". 

(V) View. The Computer will inverse 
all squares that can be seen from 
the Cursor location. 

(W) Move Cursor to center of objective 

(X) Exit oiders phase. 

(Y) Clear units from screen to view 

(Z) Examine friendly or visible enemy 
units at Cursor location. 


TERRAIN COSTS 


■ “ 

RI - 
ffl- 
Rf — 


13 13 


5 12 


* This order may I 


• all of the 


HEADQUARTER SYMBOLS 


GERMAN 

SO VI ET 

P P German regiment 

| XXX | ^xx j Sovie| cor p S 

j^l p=3 German armored battalion 

p=3 pl Soviel tank brigade 

P p German armored Company 

P p Soviel armored battalion 

p p German infantry battalion 

PP 

j 1 1 German infantry Company 

pä |——J Soviel infantry Company 
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